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(Abstract)
People have adopted various formats of media
such as graphics, photo and text (nickname) in
order to represent themselves when communicate
with others online. Avatar is known as a visual
form representing a user oneself and one's
identity wished. Its form can vary from a
two-dimensional model to a three-dimensional
model, and can be visualised with various visual
forms and styles. In general, two-dimensional
images including an animated image are used in
online forum communities and live chat software;
while three-dimensional models are often used in
computer games. Avatar design is often regarded
as a graphic designer's visual image creation or a
user's output based on one's personal preference,
yet it often causes the avatar design having no
consideration of its practical visual design and
users' interactive communication experience
aspects. This paper will review various types and
styles of avatar and discuss about avatar design
from visual design and online user experience
perspectives. It aims to raise a design discourse in
avatar design and build up a well-articulated set
of design principles for effective avatar design.
Keywords : avatar design; visual identity; visual
representation
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1. Introduction
According to Korea Society of Illustration
Research1), illustration refers to a form of visual
language delivering a message through visual and
cognitive representation and an image creation
using various mediums for non commercial as
well as commercial purpose by understanding,
interpreting and visualising the relevant social,
cultural, and economic context. KSIR also defines
illustration as a communication art that is broadly
categorised with conventional illustration and
experimental illustration2). A conventional
illustration aims to deliver messages or intended
communication to target audiences with various
visual forms; while an experimental illustration is
a more creative and relatively new form of
illustration much relying on the artist's subjective,
but original interpretation and modification of the
object or context by using various mediums3).
Based on the definition of illustration by KSIR,
avatar design is a typical form of illustration to
the extent that avatars are used as visual
identities and representations for online
communications among people. An avatar is
described as “a pictorial representation of a human
in a chat environment”4) or as “a representation of
the user as an animated character in virtual
worlds”5). Various media and visual elements such
as graphics, photos, animations, three-dimensional
models, can be applied for avatar creation
depending on personal preference or its purpose.
In general, two-dimensional images are used in
online forums; while, three-dimensional images
used in computer games. Stephenson (1992) uses
the term, avatar, in his novel, and describe it as
1)Korea Society of Illustration Research (KSIR), The
Definition of Illustration, No. 2009-8, (2009)
2)ibid.
3) ibid.
4) Russ, B., Graber, J., and Mason, S., Official Internet
Dictionary: A Comprehensive Reference for Professionals
Reviews, ABS Consulting, p. 8, (1988)
5) Loos, P., "Avatar," in Lexikon Electronic Business,
Thomas Schildhauer (ed.), Oldenbourg, p. 17, (2003)
“the virtual simulation of the human form”6) in
cyber space. Vasalou, Joinson and Pitt (2007) also
argue that users adapt their avatars to reflect
their own appearance and they perceived their
avatars to be similar to their own appearance7).
One of key features of online communication is
the multi-identity that refers to that users can
create various virtual identities as many as they
want and can manipulate them any time. Hence,
personal characteristics such as gender, nationality,
race, age or socioeconomic status can be
subverted in the online environment8). Restrictions
of physical space can be totally collapsed or
diluted in online communities with less
user-responsibility (anonymity) and there is an
ability to manipulate one's identities (multi
identities or identity fluidity)9). Online communities
can be classified into three types: those totally
overlapped with physical communities, those
overlapped with these real-life communities, and
those totally separated from physical communities
10). It is appreant that their offline life and social
environment do influence online identities to some
degree, but the ability to manipulate one's identity
online gives a different value and experience to
the real, physical world.
The fluidity of identity and anonymity of the
online world has a tendency to reveal and
visualize the identity with a visual form.
According to Howard Rheingold (1993), “the
Internet represents a new space in which to form
new forms of communities based upon our
interests and affinity, rather than coincidence of
6) Stephenson, N., Snow Crash, Bantam Books, (1992)
7) Vasalou, A., Joinson, A.N., & Pitt, J., Constructing my
Online Self: Avatars that Increase Self-focused Attention, CHI
2007 Proceedings, (2007)
8) Park, J. Y., Interactive design principles: online
communities and the user experience, Journal of Digital
Design, Vol. 7, No. 2, pp. 11-19, (2007)
9) ibid.
10) Aoki, K. & Goto, K ., Educational Application of the
Internet: International Joint Teleclass, Proc. INET '95,
http://info.isoc.org/HMP/PAPER/021/html/paper.html, (1995)
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location”11). The social structure of cyber space
can be constructed by users' idealised desires
rather than any traditional social foundation and
system. Regardless of its fluidity and anonymity
of the online identity, the unchangeable thing is
that people's desire to express their identities with
any forms so that it accompanies a visual form in
the majority of cases.
In Hinduism, an avatar refers to the
embodiment of an immortal being. In cyber space,
likewise, an avatar refers to the embodied
representation of a user or the imaginative
incarnations of a user. For example, avatars are
used in online chatting, game and shopping to
visualise a user's identity and assist user virtual
experience. There are diverse avatar services
available in websites and even people are willing
to spend money to make up, dress up and adorn
their avatar with accessories. As an avatar is a
visual form of the identity in online space
aforementioned, so it should be a more impressive
and immersive form than text-based identities
such as a username and a nickname. Therefore,
people's expectation is much higher for their
visual avatar that it is expected to be able to
express various emotional expressions through
facial animation and motion animation technology.
A facial animation is to generate various facial
expressions such as sadness, anger, and job; while
motion animation is to produce various body
images and behaviours in relate to various
emotions and situations.
Avatar services in virtual environments are
also available to boost up the interactive and
immersive experience. For example, an avatar in
online shopping for clothing is playing a role of a
manikin in the show-window. Shoppers can try
on clothes to the avatar provided and, furthermore,
the avatar can be customisable that shoppers can
personalise the avatar shape being similar to their
11) Rheingold, H., The Virtual Community, Addison-Wesley
Publishing Company, (1993)
actual body shape. Another example of the
customisable avatar can be found in
character-based fighting games that an avatar can
be created, trained and grown up by the player
that will fight with other custmisable avatars
which represent other users. It implicates that the
avatar in the multi-player game is not just an
illusionary image, but the AVATAR the user's
incarnation that is living, behaving, and thinking
as desired12).
In visual design context, avatar design is often
regarded as a graphic designer's visual image
creation or a user's output based on one's
personal preference, so it causes the avatar design
having no consideration of its professional visual
design aspects and users' interactive
communication experience. In this context, avatar
design just remains as a visual image production
or a manipulable object to fit into an individual
user's needs rather than an interactive visual
entity focusing on social response and interactions.
According to Holzwarth, Janiszewski and
Neunann (2006), “people tend to react to computer
technology as though it is a social entity”13).
Users in online environment, particularly in
interacting and communicating with others,
encourage themselves to be incarnated with a
visible and audible form. Its implication for avatar
designers is that avatar design requires more than
a visual approach, but enhancing interactive user
experience in terms of social response and socially
networking as well as success of web site
development. This paper will review types and
visual styles of avatar design and online user
experiences in order to raise a design discourse in
avatar design and build up the design principles of
avatar design.
12) Manninen, T., Interaction Forms and Communicative
Actions in Multiplayer Games, The International Journal of
Computer Game Research, Vol. 3, No. 1, (2003)
13) Holzwarth, M., Janiszewski, C., & Neunann, M.M., The
Influence of Avatars on Online Consumer Shopping Behavior,
Journal of Marketing, Vol. 70, p. 20, (2006)
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2. Types of Avatar Design
Suler (2007) reviews various types of avatar
from the “psychological aspects of environments
created by computers and online networks' in his
hypertext book, named 'The psychology of
cyberspace”14). Basically, avatars offer a broad
range of behavioural and emotional expressions, so
it can be created in various forms and styles
depending on personal preferences. Suler also
introduces two ways of categorising avatar
including personality types and custom avatar15).
The personal types include narcissistic, schizoid,
paranoid, depressive, manic, masochistic,
obsessive/compulsive, psychopathic, histrionic, and
schizotypal16). As personality is categorised with
clinical diagnosis, avatars are also associated with
user's personality. In the meantime, the custom
avatar is classified with psychological and social
themes that reflect a more visual perspective, so it
is more meaningful for designers to the extent
that it provides possible forms and formats of
avatar design in terms of customisation and
personalisation.
The following 10 types of avatar design
defined have been adapted from Suler's types of
avatars17).
- Animal Avatars: People choose an animal
avatar which, they believe, represents their
identity or denotes a meaning or a symbolism
that they like. Animals often symbolse certain
characteristics and personality. In modern life,
many people have their pets such as dogs, cats
and birds and the pets are often regarded as a
member of family, a friend or alter ego.
14) Suler, J., The Psychology of Cyberspace, The Psychology







- Cartoon Avatars: Many young kids choose
a cartoon avatar which it is often their very
favourite character from a cartoon animation or a
comic strip. Some mature people also prefer to
have a cartoon character for their avatar because
it is easy to use, fun, mysterious and seductive
and, especially, it is cherishing their memories of
childhood. People often select a cartoon character
because it is the object they admire. Cartoon
characters based on a story or a series give you
a fantasy so that it is actively appealed.
[Pic2] Cartoon avatars
- Celebrity Avatars: Celebrity avatars have a
similar feature to cartoon avatars in that people
like celebrities they use to reflect their desires
and concerns. People refer to a celebrity as an
idol that they greatly admire and love. A celebrity
often projects people's desire and ideal through a
movie, a concert and a sport game. However, a
celebrity avatar may be more easily rejected and
thrown away than a cartoon avatar. There are
many fallen idols that have lost people's respect
and admiration because of something bad that
they have done.
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[Pic3] Celebrity avatars
- Evil Avatars: Sometimes people want to
belong to a dark, negative and evil side. Evil
often refers to a powerful and supernatural force
that some people believe to exist. Although evil
causes wicked and bad things to happen, it is
very attractive and seductive to some people
because it may give you a malicious and
aggressive fantasy.
[Pic4] Evil avatars
- Real Face Avatars: If people use a picture
of themselves as theiravatar, it is against the
anonymity on the Internet that the avatar will be
like their drive license or passport. Nevertheless,
some people prefer to use their picture as an
avatar for some reason. A real photo can be used
with the intention of acquiring confidence from
others or showing a sign of friendship. There
could be two types of real face avatars. Firstly, it
could be partial anonymous and is hardly
identifiable. It has been manipulated with other
images or presented only limited aspects of the
face. Secondly, presenting a picture of their real
face is restricted to only a limited member in
which is a membership based site.
[Pic5] Rela face avatars
- Idiosyncratic Avatars: Idiosyncratic avatars
are often adopted by a person who wants to
attain people's attention or stand out from the
group. The avatar may be very unusual and
creative that it presents their eccentric personality.
[Pic6] Idiosyncratic avatars
- Positional Avatars: Positional avatars do
not illustrate a character; human or animal, but is
placed in a certain type of place or position (or
object) within a room. The place (either an
environment or a spot) where the avatar set is
not a background, but implies a possibility of the
happening of an event and a psychological desire.
For example, an avatar seeing one's face in the
looking glass may be represented narcissistic
voyeurism
[Pic7] Positional avatars
- Power Avatars: People who have a fantasy
of omnipotence seem to prefer power avatars such
as a muscular man and a fighter from a game or
a film. Young men or adolescent boys have a
tendency to prefer a power avatar.
[Pic8] Power avatars
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- Seductive Avatars: Seductive avatars refer
to a sex appealed or sexually attractive avatar.
Male or female nudity images and partially naked
figures are commonly used for creating a
seductive avatar. Sexual appeal is more attractive
and powerful to get attention from the other sex.
[Pic9] Seductive avatars
- Other Types of Avatars: A number of
styles of avatars could be created depending on
personality traits as well as on physiological
differences.
Odd/shocking avatars: are very•
unusual and extremely bizarre.
Abstract avatars: look like a piece of•
abstract or artistic painting.
Lifestyle avatars: illustrate their•
occupation and hobby.
Animated avatars: contain a motion•
sequence from eye blinking to dancing.
[Pic10] Other types of avatars
There should be more types of avatars online,
but these 10 types can lay foundations of further
design research in avatar design in terms of
quality of visual design
3. Visual styles of Avatar Design
With the 10 types of avatar above, it requires
classifying further details from visual design
perspectives that will enable designers to apply an
appropriate design style for the selected type of
avatar. Visual styles of avatar design would be
unlimited, however, it can be categorised with the
most popular10 styles selected from the most
popular social network sites such as FaceBook,
MySpace, Flickr and YouTube.
- Illustration: Illustration styles should be one
of the most popular forms that are characterised
of its simplicity and convenience. Illustration
styles allow easily and quickly creating various
fictitious and imaginary characters.
[Pic11] Facial illustration based avatars
- Pixel art: Pixel art is a form of digital art
that works are created from the pixel level.
Shapes and colours are drawn (or applied) pixel
by pixel precisely. Recently it is very popular
especially in mobile icons and games design and
avatar service based online communities.
[Pic12] Pixel based avatars
- Digital collage: There is a heap of digital
images that we easily find a number of graphics,
icons, text, images and photos in the Internet. A
digital collage is a visual form that has been
made by cutting and pasting (sometimes
manipulating) portions of the images or the whole
images on an image document. It is very fun as
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well as artistic that people can freely and
unlimitedly create visual works. Therefore, a
digital collage has been popularly used in creating
a unique and creative avatar. A well proportioned
and harmonised collage avatar could be more
eye-catching and striking in online communities.
[Pic13] Collage based avatars
- Painting & Drawing: Traditional art forms
such as painting and drawing are capable of
reflecting people's emotions and expressions with
various styles and types. In avatar design,
traditional art forms could be used to create a
unique identity such as an oil painting and a
pencil sketching portrait. Apparently various types
of painting techniques could create various styles
of avatar design.
[Pic14] Painting and drawing based avatars
- Anthropomorphism: Anthropomorphism is
the idea that an animal or an object has feelings
or characteristics like those of a human being. An
anthropomorphised avatar means that people
attribute human qualities to their favourite objects
or creatures to represent their identity. People
could simply replace the head portion of a person
photo with an animal's head image or add the
human face such as eyes, nose, and mouth on an
object surface. From a rough sketch to a detail
composition, unlimited imagination allows creating
various ranges of anthropomorphised avatars.
[Pic15] Anthropomorphized animal avatars
- Manga style: Manga is the Japanese term
referring to comics and cartoons, but in the
western counties, it describes Japanese cartoons
or Japanese styles of animation. There are many
fans who love Manga itself or Manga style
drawing. They have affected avatar design,
although many users adapt their favourite Manga
character without manipulations as their avatar.
The common features of Manga drawings are
perky or cute that the characters have extremely
large expressive eyes, small dainty nose and
mouth.
[Pic16] Manga based avatars
- Texture on objects: Texture enriches
avatars in terms of visual volume and impression.
There are various tactile and visual textures
available in digital environment as well as
physical environment. If a texture applied is
different from people's general tactile or visual
experience of an object or image, it would create
a unique and creative avatar.
[Pic17] Texture based avatars
- Abstract Symbols: Abstract symbols could
be an avatar that some people prefer to present
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their identity with an abstract shape rather than
an object form - life and non life one. A symbol
could represent individualbelief, faith and favourite
person. It may be the lack of visual identification
rather than a facial avatar, but it is also capable
of delivering visual identities.
[Pic18] Symbol based avatars
- Decorated photograph: Since digital camera
and image creation software such as Adobe
Photoshop were introduced, it has been a quite
common that people are easily able to decorate
their photos with graphics and manipulate them
for fun. It is often childish and unreal, but it is
an exciting and cheerful play to the extent that
people can manipulate their reality and project
their design on it to some degree.
[Pic19] Graphics added photo avatars
- Partly coloured: It is true that black and
white photos are very attractive. When a part of
the photo is colourised, it looks more stimulating
and eye-catching as well. Partly colourising
allows adding visual interest and tension on a
monotonous black and white image.
[Pic20] Partly coloured avatar
4. Online user experience and Avatar design
So far the 10 types and 10 visual styles of
avatar design have been reviewed, it implicates
that mixture of both, the types and visual styles
can create a broad range of avatar collection. The
desire of effective communication in the online
environment encourages users to have their online
identity through visual representation. There are
four basic communication needs: information,
entertainment, connection with others, and buying
goods and services18) and these needs are being
met online19). Therefore, web sites seek to provide
quality of interactive communication experience in
order to satisfy users'communication needs and
expectations.
Ultimately, users create their avatars to
increase their self-focused attentions for social
interaction. Vasalou, Joinson and Pitt (2007) insist
that there are two different ways of
self-awareness in relation to human behaviour
online: the private facet of self-awareness and the
public facet of self-awareness20). The former
refers to that users reflect their appearance,
attitudes and emotional states in their avatar;
while the latter occurs when the avatar is placed
in social interaction that is perceived as a social
object. In other words, avatars in a social context
tend to socially connect to others and move
toward successful communication. Conversely,
avatar design tends to be determined by publicly
self-awareness21). Selecting or designing a avatar
18) St-Onge, A., Crete, D., Merle, A., Arsenault, N., & Nantel,
J., Personalized Avatar, A New Way to Improve




20) Vasalou, A., Joinson, A.N., & Pitt, J., Constructing my
Online Self: Avatars that Increase Self-focused Attention, CHI
2007 Proceedings, (2007)
21) St-Onge, A., Crete, D., Merle, A., Arsenault, N., & Nantel,
J., Personalized Avatar, A New Way to Improve
Communication and E-Service. EMAC,
http://www.net-question.com/chairerbc/fr/doc.asp?id=248,
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begins at the level of private self-awareness and
the avatar is gradually changing and customising
by a faced social context. For example, St-Onge
et al. (2008) argue it with the number of
literatures that the use of avatars enables retailers,
particularly in the apparel industry, to humanise
the relationship with the website, facilitate
communications with users and increase user
confidence22). However, the argument is the result
focused other than understanding of user
experience online for avatar design. It is apparent
that the use of avatars should be effective in
online communications and interactions, yet it is
not enough for building up the design discourse
and principles for avatar design in terms of
practical visual design perspectives. Therefore, it
requires defining the key characteristics of user
experiences in relation to avatars to generalise it
for practitioners.
Park (2007) defines the four interactive design
principles based on interactive user experience in
online communities: participational design,
communicational design, connective design, and
stylising design23). First, the participational design
principleis built up based on the sharing and
openness features of online community that leads
users to be more active and engaged. The sharing
and openness experiences are maintained and
developed through the other features, anonymity
and multi-identity. Therefore, second, the
communicational design refers to a comprehensive
communicative design reflecting various
user-to-user interaction (one-to-one,
one-to-many, many-to-many) rather than
focusing on the designer and a single user
communication in the design process. User
experience in online communities can be also
characterised with the terms, decentralisation and
anti-hierarchy that are supportive by fluidity of
(2008)
22) ibid.
23) Park, J. Y., Interactive design principles: online
communities and the user experience, Journal of Digital
Design, Vol. 7, No. 2, pp. 11-19, (2007)
identity and anonymity. In other words, users do
not use the site in a logical and ordered manner,
so the third principle, connective design refers to
that a design element should be created by
considering of connecting user experiences each
other. The fourth principle, stylising design refers
to the visualisation of the user experience in
terms of customisation that is characterised
through users' ubiquitous experience with
disembodiment in online communicationsthat
enhance user-authorship of visual appearance and
representation.
From a viewpoint of Park's defintions above,
an avatar should be treated as a design element
which needs to be designed to reflect and create
an interactive user experience in relation to the
web site objective. Considering Park's four design
principles and the characteristics of user
experience online, avatar design can be generally
defined more than a form of visual representation,
but as a customisable design element that should
be designed in supporting users' participational,
communicational, connective and stylising
activities. Therefore, the essential design
philosophy of avatar design should be built in the
basis of the conceptualised interactive user
experiences in the web site. In practice, it requires
mapping out possible and diverse user experiences
toward socially quality communication and
interaction, and the avatar should be designed
through carefully reviewing various types and
styles of avatar. In other words, it is necessary
for successful avatar design to determine a range
and level of interactive user experience in relation
to the objectives of web site design. Furthermore,
it has to be examined how the properties of
avatar design are perceived by the target users
and how it affects users' actual communication
and interaction patterns.
5. Avatar Design Considerations
With the user experience and avatar design
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discussion above, the following four key concepts
are extracted: Mediator, Personality, Customisation
and Interactivity. These key concepts will be used
to lay foundations for the avatar design principles.
- Mediator: The interactive experience causes
users to develop their social relationship and
attribute human characteristics to the web site,
and avatars are used as their agents. An avatar
can be defined a mediator which connect the real
world and the virtual world. “Contrary to an
anonymous online identity, avatars emit
individuating properties back to their owners and
outwards to the community”24). It is located at
between pseudonym and autonym, and adjusts the
tension between both worlds. Anonymous
communication based on text is limited to express
user's emotions and expressions. On the other
hand, a communication with a real name and a
photo based (or through Webcam) can take
anonymity and multi-identities away from the
virtual world and degenerate to a linear
communication tool like a video-phone. The avatar
makes up for the weak points of anonymous
communication based on text and add more
realism, but with keeping up the key features of
the interactive experience.
- Personality: As aforementioned, avatars can
fill the gap between pseudonym and autonym of
the Internet. An avatar is a means of presenting
the user's identity which can be manipulable at
any time by the user. The user's desire to
express their personality and creativity through
online communications is insatiable and
unquenchable, and technology has been trying to
accommodate the user demand. Therefore, avatar
design is required to be tailored to a specific user
personality. For example, a user may want to put
one's avatar on with what one wears, adorn it
with what one has in real. Users may want to
24) Vasalou, A., Joinson, A.N., & Pitt, J., Constructing my
Online Self: Avatars that Increase Self-focused Attention, CHI
2007 Proceedings, p. 445, (2007)
add more reality on their avatar as they are and
they wish. The user's desire will not remain on
the level of decoration of the avatar. Rather, they
may want to create their own online communities
by using their avatars such as a cyber family or
a cyber friend group. Exaggeratingly, some people
may want to transplant their reality into a cyber
space and fill it with new content in order to
create their dream world. Therefore, visualising
the user personality and preferences in terms of
maximising its interactivity should be a key
concern in avatar design.
- Customisation: Many websites still provide
a fixed scenario based avatar services. For
example, there are only young male and female
characters and a limited number of facial
expressions. In other words, they are limitedly
reflecting a user's personality and preferences
that imposes a constraint on the interactivity. The
Internet has been subdivided into various areas
such as entertainment, education and
communication rather than remains as a merely
communication tool so that each area requires its
own characteristics of avatar design that can be
more personalised and customised. As people are
doing in reality, people want the Internet to
reflect their culture and lifestyles as well as their
personal preferences. The users expect to be more
immersive, emotive and satisfactory through the
virtual environment.
The concept of avatar customisation allows
users creating their own style of avatar. For
example, users could choose an appearance from
various ages, genders, body sizes, hairstyles and
skin colours. Then they apply the garments for
every part of the body such as business wear,
shoes, gloves and jacket. Finally they can attach
accessories of all shapes of sizes to your avatar
such as hats, scarf, earrings, glasses and necklace.
On the other hand, this avatar customisation
should make users more effective by helping them
manipulate their avatars according to their
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purpose. Customisationin avatar services offers
personalised styles for all events and occasions in
relation to the social and cultural context.
- Interactivity: Although still image based
avatars can be customised with various facial
expressions, clothes and accessories, it is a still
image or illustration. On the other hand,
multimedia or three-dimensional motion
technologies are capable of lending realism and
variety to the avatar. A three-dimensional avatar
with motion animation and voice function can
give a feeling of solidity and realism. Such
interactive avatar can be made use of at online
shopping to assist shopping and at online
education to guide study schedule. The interactive
avatar expands an imaginary illusion of the avatar
to an agent role which carries out various
services. In other words, applying (or combining)
interactions to the avatar design is to change the
topography of the virtual environment and to
produce diverse characters so that it enriches
online communication and interactive experience.
An interactive avatar would be usedas a real
identification card in virtual world, and,
furthermore, an intelligent avatar would be
invented in future that it could be treated literally
as an incarnation of a user.
6. Avatar Design Principles
With the avatar design considerations above,
the five fundamental design principles of avatar
design have been built up that should be helpful
and useful for practitioners.
- Identifiable: It should represent the target
user group's expected identity or personal traits
and attributes so that it can be recognised as
being a particular person or thing.
- Attractive/friendly: It should be attractive
and friendly because the ultimate purpose of
avatar is for effective and quality communication
with others. It should not give abomination or
disgust.
- Creative/unique: It should be creative and
unique as there is no identical thing or person in
the real world.
- Manipulable: It should be able to be applied
with other objects and be combined with other
images such as background and accessories in
terms of customisation.
- Expendable: It may need to be expendable
to cultural contents in terms of interactivity. For
example, asa person grows up and changes, the
avatar needs to be transformable to fit into the
changes.
7. Conclusion
This paper has reviewed the avatar types and
visual styles, raised its design considerations in
terms of interactive user experience, and
suggested its design principles. It has argued that
avatar design is definitely more than visual
outputs of users' identities and preferences. Rather
it is a mediator and connector between users and
users in terms of quality interacitons and
communications. To do so, avatar design should
be designed through analysis and understanding of
the relevant interactive user experienceand that
should reflect users' desire of quality
communication and expression to enable users to
connect to others in a given social and cultural
context.
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